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End User Notice 

THE 3DQ COMFftNY 5HAL- NOT BE LIABLE TO THE END U5ER FDR AW U35S OF DATA, 
LOST PROFITS. COST OF SUBSTITUTE OOOCS OR OTHER CONSEQUENTIAL. NDDENTAL 
SPECIAL PUNITIVE. OR OTHER DAMAGES OF AN* KIND ARSINO OUT OF T^E USE 0= OR 
INABILITY TO LSE "HE SOFTWARE 

THE 300 COMPANY MAKES NO WARRANTIES. EXPRESS, IMPLIED OR STATUTORY, 
REGARDING THE SOFTWARE. INCLUDING WITHOUT LIM1TAT0N THE :MPJED WARRANT ES 
OF MERCHANTABILITY AND FITNE55 -OR ANY PAR"ICU J\R =>uRPOSE. OR ANY 
EQUVALENT WARRANTIES UNDER THE LAWS OF ANY J JRISDIOIOV 



00 NC~ USE A FRONT OR REAR PROJECT ON TELEVISION SCREEN WITH THIS PRODUCT 
YOLR PROJECTION TELEVISION SCREEN MAY BE PERMANENTLY DAMAGED IF STATIONARY 
SCENES OR PATTERNS ARE PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR DAMAGE 
MA V OCCUR IF YOU PLACE THIS PROGUCT ON HOLD OR PAUSE. IF YOU USE YOUR 
PROJECTION TELEVISION WTH THIS PRODUCT. NEITHER "HE 3D0 COMPANY NOR 
AMERCAK LASER GAMES WILL BE LIABLE FOR ANY RESULTING DAMAGE. THIS 
5ITUATI0N IS NOT CAUSED BY DEFECT IN THI5 PRODUCT OR THE 3 DO SYSTEM: OTHER 
FIXED OR REPETITIVE IMAGES NA V CAUSE 5IMI-AR DAMAGE TC A ^RCJECTION 
TELEVISION. =L£ASE CONTACT YOUR TV MANUFACTURER FDR FURTHER INF0RMA10M 



THE EXECUTION OF SOFTWARE WTH "HE 3D0 SYSTEM INVOLVES "HE USE OF PATENT 
RIGHTS. GRANTED OR APPLIED FOR, iN CERTAIN COUNTIES A PURC-ASER OF THE 3DC 
S/STEM IS LICENSED TO USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED BY THE 
300 COMPANY NO LICEN5E. iMPJED OR OTHERWISE. IS GRANTED FOR THE EXECUTION 
OF OXER SOFTWARE. 



Nobody thought it could ever happen 

over American soil! 




VRStelker is a rradema r k and copyright 1994 of 
Morpheus Interactive, Inc. All rights reservec. 
erufachjred and distributee be, Amertan Laser Games, Inc. 
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RUNNING VR STALKER: 

SECTION ONE: THE COCKPIT 

Although the cockpits change in appearance, the functional 
instruments remain the same. These instruments include the radar, 
missile count windows [for both air to air and air to ground), artificial 
horizon, throttle, air speed, altitude, heading, weapons display, 
enemy missile lock indicator, and the ground lock indicator. 
Warning signals vary from a high beeping alarm to a series of 
indicator lights. First the light will be blank, second a brighl yellow 
when the enemy is tracking your aircraft, third red accompanied by 
the beeping alarm to indicate a locked and launched missile. 
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THE COCKPIT (CONTINUED) 

There are three different targeting cross-hair displays found on the 
heads-up display. 



The first is hie Canon display. 







The second is the 
air-to-air display. 




And the third, 

the air-to-ground display. 



RUNNING VR STALKER: 

SECTION TWO: USING THE CONTROLS 

There are two different control systems on the pad. The differences 
between the two are with the control shifts and the buttons "B" and 
T". The first control system has the left control shift as the view 
select (selecting your view of your aircraft, cockpit, or chase plane). 
The right control shift as the weapons select. Button "B" as throttle 
down, and button "C as throttle up. 

The second control system has the left control shift as the throttle 
down, the right control shift as the rhfoftle up. Button "B" is 
weapons select. And button T" is the view select. 



VIEW SELECT 



WEAPONS SELECT 




STOP PAUSE 



FLIGHT 
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THROTTLE UP 



FIRE THROTTLE DOWN 



THE CONTROLS (CONTINUED) 

Also compatible with: 

FLIOHTSTICK PRO™ 

Now available from CH Products for 300. 




MENU SCREENS: 

Hete is an example of VR Stalker's menu screens in action. 



This is the Main Pause screen 




i 



This is the one example 
of the options that you 
may choose from within 
the Main Pause screen. 



RUNNING VR STALKER: 

SECTION THREE: THE FIGHTING PHANTOMS 

You have six of the fastest, meanest and toughest aircraft to have 
ever taken flight. The trick is to know your aircraft, their capabilities, 
and the jobs they're best suited to accomplish. 
The aircraft menu screen is easily scrolled through with the down 
button on your flight control, choosing the aircraft you want with the 
fire button. 




THE F-M FIGHTER: 

Fast, semi-maneuverable with a medium compliment of both 

air-to-air and air-to-ground missiles: three of each to be exact. 



THE FIGHTING PHANTOM'S (CONTINUED) 

THE F- IB FIGHTER: 

Fast sleek, and maneuverable. Ideal for playing a nice game of 

tag. This machine is loaded with five air-to-ground missiles and 

one air-fo-ground missile. Obviously very limited ground assault 

capabilifies. 

THE A- 10 TANK OF THE SKIES: 

Although quire slow as compared to fhe other available aircraft, the 
five air-to-ground missiles, heavy armorment, and a unique ground 
locking system make this beast of burden an ideal ground assault 
machine. Air assault, on the other hand, is limited with just one air- 
to-air missile. 

THE F-II7 "STEALTH FIGHTER" 

The true "Phantom" of your choice, the F-II7 is unperceptable to 
enemy radar systems. But, not only is the F-II7 sneaky, it also is 
armed with five air-to-air and two air-to ground missiles. 

THE F- 1 19 OR THE "WHALE" 

This stealth bomber has limited air-to-air [two); but five air-to-ground 

missiles can really make some noise when it's needed! 

THE X-2 EXPERIMENTAL: 

Incredibly fast with turbo-thrust makes It untouchable. But, if that's 
not enough, five air-to-air ground missiles and guided plasma 
blasts make this the choice for...well, whatever comes along! 



I. 



HINTS AND TIPS: 

TO PLAY LIKE A PRO: 

I. Remember, the basic movement for an aircraft is bank and pitch. 

BANK PITCH 







LEFT 




RIGHT 




DOWN 

If you need to turn around quickly, bank right or left until the 
horizon line is vertical in your view, then pitch up hard while hitting 
the after burners. 

2. If you are having trouble finding the enemy aircraft, bank and 
pitch until the blips on your radar are directly above your position 
on fhe radar |the white-constant blip). 



HINT5 AND TIPS (CONTINUED): 

If the blips are blue, then center your cross-hairs on any movement 
in the skies. Dreen blips point your attention to the action below 
you. And if the blips are red, look out, because they're in your 
same airspace! 

3. Your thrust is a valuable asset. But, leave it at the default setting 
and your enemy will almost have the advantage. When going for 
air targets, increase your thrust to maximum, this makes it harder for 
the enemy to get a lock on you or keep if up. When going in for a 
ground target, decrease thrust to approximately 20%. This gives 
you more time to get off missiles before passing up the objective. 

4. If you pass up a ground target, or are too close la gel off a 
clean shot, pass directly over the target and use your after burners 
to put some distance between you and the target. This also gives 
you some altitude, now pitch straight up over head. When the 
horizon comes back into view, simply bank 180 degrees to level 
out. Your target should now be directly in front of you and you 
should have time to fire off that final death strike. 

5. In the case of multiple enemy aircraft surrounding you, hit the 
after burner to put some distance between you and them. Now, 
pitch straight up over head and bank 180 degrees to level out 
right in front of the enemy. This maneuver will put you in a position 
to take 2-4 enemy aircraft easily, but beware, they can lock on 
you head to head as easily as they can behind you. 



HINT5 AND TIPS (CONTINUED): 

6. If the enemy is flying by In a hard bank, it is unlikely that your 
missiles will be able to keep up with them, no matter how long 
you maintain your fed lock. The best position is directly behind the 
enemy. So bank and pitch to follow the aircraft, decrease your 
speed a little so your missiles wilt not have to pitch as tightly in 
pursuit. And remember, three missiles are better than one. 

7. If you haven't already thought of it, tip number six works just as 
effectively for you if the enemy has a solid lock on you, bank and 
pitch hard with after burners if they lock and fire on you. 

8. If there are still enemies in the sky it is probably not wise to go 
for the ground target: you're an easy target yourself. But, if the 
situation gets thick, keep in mind the official objective in your 
briefing! 



IT'S ALL UP TO YOU! 
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Epilepsy Warning: 

A very small percentage of people may expeilence epileptic seizures when exposed to 
certain patterns of flashing lights. Including those caused by watching television or 
playing video games. If you, or anyone in your family has an epileptic condition, consult 
your physician prior lo playing. If you experience any of the following symptoms while 
playing a video game - dizziness, altered vision, eye or muscle fwilches, disorientation, 
loss of ewaieness, or any artier involuntary movement or convulsions - immediately 
discontinue use and consult your physician before lesuming play. 

Hondling Your American Laser Games Compact Disc 

A. Avoid touching the disc's surface by holding Ihe disc by It's edges or with your thumb 
on the edge and one finger on Ihe center. 

B. Clean the disc by wiping it with a soft, dry cloth in smoolh motions from the center out 
to the edge. Do not use any type of solvents or anti-static spray. 

C Do not expose the disc to direct sunlight or sources of Intense heal. 
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